MEMORY BUILDING BLOCKS: STRATEGIES THAT WORK 
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PROGRAM DESCRIPTION 
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STRATEGIES: Creating a context, visual association, 
sequence (chaining) 


GRADE: Kindergarten - Adult 

SUBJECT AREA 

CORRELATION: Any in which memorization is used. 
READING LEVEL: 3rd grade for directions 

TIME REQUIRED: 5-10 minutes (varies with the game board 


selected). 


MEMORY BUILDING BLOCKS can be used by players of all ages (K-adult) 
depending on the game version and game board selected. The lessons 
included are designed for grades 3-6 but can easily be adapted for other 
levels. 


To play the game, students must remember what they saw and where they 
saw it as they try to find matching pairs hidden under blocks on a game 
board. Students choose from 9 different game boards containing from 8 to 12 
blocks. Five versions of the game include: "Things" (pictures), "Shapes," 
"Colors," "Words," and "Tunes." 
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MEMORY BUILDING BLOCKS works with a variety of input devices: 


On the Apple - keyboard, Muppet Learning Keys, Touch Window; 
On the Commodore 64 - keyboard, Muppet Learning keys. 

ee "Working Your Touch Window," page 47 or "Working With Your 
Muppet Learning Keys, page 48). The teacher sets the program for the 
input device from the CHANGE OPTIONS, (see page 9). 


Students begin by selecting the version they want to play from the main 
menu. 
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Touch to choose. 


Next, (if the teacher has set the game board option to "Student Picks") the 
student is offered a choice of game boards. Nine different game boards are 
available. 
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GAME BOARD 
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If the teacher has set the game board option to a specific board rather than 
to "Student Picks," the student will not be offered a choice of game boards. 


The student will then have an opportunity to see the directions and to 
indicate whether there are 1 or 2 players. 


To play, students move two blocks per turn, looking for two hidden things 
that "match." 
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When a match is made, an audio response is given, unless the teacher has 
turned off the sound from the CHANGE OPTIONS (see page 9). 


When a game has been completed a score screen is shown. 


ONE PLAYER GAME TWO PLAYER GAME 


Susan is the winner ! 


Press RE TURN to continue. Press RE TURP to continue. 
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Scores from the score screen can be recorded on the Student Record Sheet. 


RECORD SHEET 


STUDENT'S NAME CCCTEACHER'S NAME 


Note: You may exit the game and return to the menu at any time. 
On the Apple, hold down the Control key while you press "E." 


On the Commodore 64, hold down the Control key while you press "E,." 


On the Muppet Learning Keys, press "ZAP." 


On the Touch Window, hold down the Control key while you press "E," 
or press one of the buttons on the lower edge of the window. 


CHANGE OPTIONS 


The CHANGE OPTIONS menu is accessed by holding down the Control key 
and typing "T" while the main menu is being displayed. On a Commodore 64, 
hold down the Commodore key ¢ while you type "T." 
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1. Edit Words File - allows you to change the words used in the "Words" 
game to fit your special classroom needs. Each word can be up to six 
characters long. 


Use ARROWS to select 
word to change 
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Press Ewe to quit. 


2. Switch Sound - allows you to turn the sound on or off. The sound must 
be on in order to play the "Tunes" game. 


3. Change Game Board - You may select one of 9 different game boards or 
select "Student Picks" to allow the student to choose the game board. 


4, Change Input Device - allows you to set the input device to keyboard, 
Muppet Learning Keys or Touch Window. 


